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Hospital Basement Map.. 

Catacombs Map 


Only ruins remain of many of the villages that once 
dotted the kingdom of Falkovnia. 


INTRODUCTION 


he Fall of Hatzimvas Hospital is a one-shot 
horror adventure for four to six 4" level 
characters that should take 3-5 hours to 
complete. This adventure may also be used 

2 as an introduction to an entire campaign 
within Ravenloft. 

This one-shot is set in Falkovnia, a Ravenloft Domain of 
Dread within the Shadowfell. Falkovnia is a domain on the 
brink of annihilation following years of war against a 
never-ending invasion of undead. The land’s conquering 
ruler and military general, a woman named Vladeska 
Drakov, has declared martial law over the land, ensuring 
that every person contributes to her war against the dead. 
Further information about Falkovnia and Vladeska Drakov 
can be found in Van Richten’s Guide to Ravenloft. 


ADVENTURE SUMMARY 


In this adventure, the characters take the roles of 
conscripted Falkovian citizens that are assigned to 
investigate a hospital outside of the capital that has not 
provided a status report for several days. They are to find 
out what has happened and provide its assigned 
commander, a man named Gerrick Herringer, their 
support. 


TRUE MISSION 


General Drakov’s secret is that she already made plans to 


have all the hospital caregivers and patients be killed. Due 
to her own dwindling resources, General Drakov 
determined it wasteful to commit the hospital’s valuable 
medical supplies to the weak, sick, and elderly who were 
unable not contribute to the war. To discretely eliminate 


Zombie shambler 


those in the hospital, she sent orders to her top scientist, a 
man named Vjorn Horstman, to create a poison that would 
swiftly cause those at the hospital to become sick and 
eventually die. 

Fearing what may happen to himself if he did not 
immediately provide the poison that Drakov demanded, 
Horstman took a risky shortcut by developing a concoction 
that used a diseased substance created by an undead 
known as a zombie plague spreader as its primary 
component. Upon delivery, Horstman explained to General 
Drakov that a creature that continually ingested the 
substance over several days would certainly perish. To end 
the illness, all anyone needed to do was to stop consuming 
the poison before it kills them. Horstman still warned 
Drakov that he would prefer that his creation go through 
further long-term testing in case there were any 
unforeseen effects. 

His words however fell on deaf ears, and General Drakov 
immediately commanded one of her most loyal 
commanders, aman named Gerrick Herringer, to poison a 
delivery of food supplies bound for the hospital. He was 
then to report back to her once everyone there was dead. 
Now that General Drakov has lost contact with 
Commander Herringer, she realizes that she has no choice 
but to send another group of soldiers to see what has 
happened. 


THE BREACH 


At first, everything went according to Drakov's plan. The 


poisoned rations swiftly spread illness within the hospital, 
and only a few days later, the first of the hospital’ s 
patients died from it. Unsure of what kind of illness they 
were dealing with, the hospital staff immediately vacated 
and quarantined the corpse within the basement patient 
sleeping quarters, where they discovered it. 

With no idea of what was causing the spreading 
sickness, the hospital’s head doctor then asked a druid, a 
woman named Laurie Weathermay-Foxgrove, who 
happened to be visiting the hospital to investigate the 
hospital's food and medicine to see if she could find any 
clues as to what was happening. During her investigation 
within the basement however, the recently dead patient 
suddenly rose as an undead, seeping the same necrotic 
energy, and attacked her from behind. Though the druid 
managed to escape its clutches using a thunderwave spell, 
the magic also caused some of the room’s flooring to fall 
away, revealing a chamber that was part of a sprawling 
catacombs, once used to bury ancient noble Falkovians, 
hidden underneath the hospital, knocking the zombie 
within it at the same time. 

While those in the hospital argued about what should be 
done next, the undead patient began to contaminate the 
interred within the catacomb, raising them as undead, and 
soon they began to swarm out of the open flooring, killing 
everyone in the hospital that they encountered. With the 
help of the survivors, Commander Herringer managed to 
barricade the main level from the basement and secure the 
first floor, but only after sustaining heavy casualties. 


THE WEATHERMAY-FOXGROVE 
SISTERS 


Twins Gennifer and Laurie Weathermay-Foxgrove are 
traveling monster hunters, native to a domain of dread 
called Mordent. After discovering passage to Falkovnia 
from their own domain, the sisters became separated 
when they suddenly encountered a horde of undead while 
traveling through the mists. 

Gennifer eventually found her way to Falkovnia’s 
capital, Lekar, where she met with Vladeska Drakov. There 
Gennifer revealed to Vladeska that there was a way for she 
and her people to escape the domain, thus saving them all 
from the undead. What Gennifer did not expect was for 
General Drakov to see such escape as nothing more than an 
admission of defeat towards her enemy, which her pride 
would not allow. 

Vladeska understood that she risked a full-scale 
rebellion if such information spread to her people, and so 
the general called for her guards to capture Gennifer, 
claiming that she was an assassin. Gennifer managed to 
escape, but not without becoming injured in the process. 

Meanwhile, just north of the city, Laurie discovered 
Hatzimvas Hospital just as an unknown spreading disease 
had claimed the life of one of their patients. The head 
doctor asked Laurie, a practicing druid, to investigate their 
supplies, and in the process inadvertently opened a hidden 
catacomb underneath the hospital while defending herself 
against an attacking undead. Soon after, undead began to 
rise out of the breach and into the hospital. Convinced of 
her fault in the disaster, Commander Herringer ordered his 
guards to arrest Laurie, but she managed to escape 
through the aid of her magic. 


SEQUENCE OF EVENTS 


Below is a chronological summary of the events that 
precede the adventure. 


+ Vladeska Drakov orders her head scientist to create a 
poison to kill the doctors and patients at Hatzimvas 
Hospital so that she may procure their medical supplies. 

e The Weathermay-Foxgrove Twins arrive to Falkovnia 
but are separated. 

e Gerrick Herringer departs for Hatzimvas Hospital to 
deliver the poisoned food. The doctors and patients 
begin to become sick. 

e Gennifer Weathermay-Foxgrove meets with General 
Drakov and tells her that there is a way to escape 
Falkovnia. To protect the secret, Vladeska calls her 
guards, claiming Gennifer is an assassin, but she 
escapes. 

e A patient at Hatzimvas Hospital dies from the poisoned 
rations. 

+ Laurie Weathermay-Foxgrove arrives to Hatzimvas 
Hospital and is asked to investigate the hospital’s 
supplies. She is then attacked by the recently dead 
patient after becoming an undead, and while defending 
herself, accidentally breaks open the flooring of the 
hospital with a spell, revealing the hidden catacombs 
underneath and knocking the zombie into it. 

e While Laurie tells the doctors what had happened, the 
undead patient begins to infect the corpses within the 
catacombs, causing them to rise and attack the hospital. 
Commander Gerrick succeeds at barricading the 


basement but not without heavy losses. Laurie escapes 
in the chaos. 

e Gennifer Weathermay-Foxgrove finds Hatzimvas 
Hospital. Keeping her relation to her sister a secret, she 
volunteers to scout out the basement for survivors but is 
ultimately cornered and forced to hide. 

e Vladeska receives no message from Gerrick at the 
hospital for several days, and so she organizes a group of 
soldiers to investigate what has happened. 


CHARACTER CREATION 


For the purposes of this one-shot, you may presume that 
Falkovnia was conquered by Vladeska Drakov ten years 
previously. The following year, the undead invasions 
began. Otherwise, you can determine yourself however 
long ago you wish each of these events occurred. 

Also ask the players to consider whether their characters 
are natives of Falkovnia or if they were transported to the 
domain from another plane by the mists. Are they loyal to 
the land and its people, or are their only priorities escape 
and survival? 


SECRETS 


Additionally, have every character roll on the below secret 


table, which may provide characters hints to the truth 
behind the disaster at the hospital and Vladeska’s true 
character. While rolling, ensure that there are no 
duplicates between players. 


D6 Secret 


1 About a week ago, you saw a high-ranking member of 
General Drakov's guard named Gerrick Herringer 
sprinkle a strange substance over a crate of rations that 
was being prepared for shipment. 


2 The other day you were called by General Drakov to help 
capture a woman who she claimed to be an assassin. She 
ultimately escaped but you managed to injure her. 


3 Before leaving for the mission, General Drakov pulled 
you aside and told you that in case Gerrick was dead, it 
was your top priority to gather the hospital's medical 
supplies and return them to Lekar, the domains capitol. 


4 You’ve heard rumors that a group of rebels fighting 
against General Drakov has organized within a village on 
the east side of Falkovnia. 


5  Afew months back, your company was ambushed by 
zombies, but your fellow soldiers managed to help you 
escape so you could go find them reinforcements. 
General Drakov however ignored your request so that 
she could secure victory in an otherwise meaningless 
battle she was already fighting. None of your 
companions survived. 


6 ATS months back, a friend told you that he found a 
contact that could help the two of you escape the 
capitol, Lekar. They told you to consider coming with 
them, but before you could provide a response, General 
Drakov ordered them to be executed by impaling, 
claiming that they were plotting to burn down one of the 
army’s barracks. 


HATZIMVAS HOSPITAL 


The adventure begins as the characters make their final 
approach to Hatzimvas Hospital. When ready, paraphrase 
or read aloud the following text: 


Your group departed from Lekar, Falkovnia's capitol, early 
in the morning. Your assignment, given to you by General 
Vladeska Drakov herself, is to investigate why Hatzimvas 
Hospital has not sent a report for the last several days. You 
are to report to the hospital's commander, provide him any 
support that he may require, and then report back once you 
are no longer needed. 

As you make your final approach to the hospital, the 
eerily silent walk is broken as you come within sight of the 
gray bricked structure. Half a dozen zombies slowly 
approach the hospital's entrance as pieces of loose dirt fall 
from their forms, seemingly from the holes that they had 
just pulled themselves out of that dot the hospital's 
grounds. Along with their groans, through the slightly ajar 
front doors of the hospital, is also the sound of a dog’s loud, 
threatening barks. 


Approaching the front door of the hospital are 6 zombie 
shamblers (appendix A) and a 1 zombie burster (appendix 
A). These undead, along with the ones in area L1, managed 
to dig their way out of the catacombs underneath the 
hospital to the surface. They are each spaced 30ft away 
from the hospital's entrance when the characters arrive. If 
the characters attack, they shift their attention from the 
barking dog to them. If the characters make any loud 
noises during combat by shouting or casting spells, the 
zombies in area L1 leave the hospital to join the battle. 


HOSPITAL DETAILS 


Below is a summary of each of the rooms within 
Hatzimvas Hospital, referencing the maps found in 
appendix B. 


L1. HOSPITAL LOBBY ENTRANCE 


The sound of the barking belongs to a hound (use the 
mastiff stat block) that belongs to Gennifer Weathermay- 
Foxgrove named Dagger. Gennifer left Dagger to comfort 
one of the hospital’s surviving child patients while she 
went to the hospital's basement to search for survivors. 
When zombies then unexpectedly began to dig themselves 
out of the ground and the hospital lost control of its 
entrance, Commander Herringer released Dagger into the 
room in hopes that he would run out of the hospital's 
doors and bring the zombies with him in pursuit. Gerrick 
however did not consider Dagger’s unwavering loyalty to 
Gennifer, causing him to refuse to leave the hospital 
without her, despite the danger. Dagger has survived so far 
by taking the dodge action on each of his turns to avoid the 
zombies’ attacks, but some superficial wounds shows that 
he has had several close calls. 

Attacking Dagger in the entrance are 4 zombies and 1 
zombie burster (see appendix A). Their entire attention is 
focused on pursuing the hound, giving them a -5 to their 
passive perception checks. They prioritize humanoids 
should any engage them in combat. 

One round after the battle begins, another 2 zombies 
and 1 zombie burster burrow their way to the surface 
outside the hospital doors and attack the characters. 


L2. MAIN FOYER 


Before the attack, this room acted as a lounge area for 
patients. Boxes, crates, and furniture have now been 
shoved against each of the doors, though the majority has 
been placed in front of the stairs that lead to the hospital’s 
basement. 

Amongst the remaining survivors include Commander 
Gerrick Henninger (lawful evil human veteran), the 
hospital’s head doctor Benjamin Schmidt (lawful good 
human acolyte), 4 neutral aligned guards, 3 lawful good 
commoner nurses, and 5 commoner patients of varying 
alignments. Two other guards that Gerrick brought with 
him to the hospital were lost when the zombies first 
attacked, along with over a dozen other hospital staff and 
patients. 


SPEAKING WITH GERRICK 

Fearing what would happen to him if he reported back to 
General Drakov that his assignment to procure the 
hospital’ s medical supplies was a failure, Gerrick’s current 
plan is to hold out on the main level, ensure that no one 
eats the contaminated rations, and then attempt to take 
back the basement with everyone remaining in the 
hospital once the poison passes and the sick regain their 
strength. He has denied all suggestions that they abandon 
the hospital, and has gone so far as to threaten that anyone 
who suggests retreat again will be tried for treason. 

His plans have changed with the characters’ arrival as 
reinforcements. He thanks them for defeating the zombies 
at the entrance and provides a basic overview of what has 
happened. Encouraged by their combat skill, he gives them 


the order to secure the basement by eliminating all the 
undead within. 

If one of the characters confront him about poisoning a 
crate of rations when he was last in Lekar, Gerrick feigns 
ignorance and throws in a not-so-subtle warning of the 
danger that comes with falsely accusing a high-ranking 
officer. None of the guards know of Gerrick's true mission 
at the hospital, but they will follow his orders 
unquestioningly unless a character can succeed at a DC 18 
Charisma (Persuasion or Intimidation) check. 


SPEAKING WITH BENJAMIN 

Benjamin Schmidt (lawful good human acolyte) has acted 
as Hatzimvas Hospital’s lead physician for nearly a decade 
and is renowned for his compassion for the sick and 
injured. He currently has 2 levels of exhaustion and is 
under the poisoned condition after becoming sick for the 
contaminated rations. He only has a single 15 level spell 
slot still available, which he is saving in case of an 
emergency. 

When the hospital’s staff and patients suddenly began to 
fall ill days after Gerrick’s arrival, it did not take long for 
Benjamin to suspect that the commander was somehow 
connected. When a traveling druid then conveniently 
happened upon his hospital, he privately asked her to 
investigate the hospital’s supplies for any sign of 
tampering. Soon after, the hole to the catacombs beneath 
the hospital was created and the zombies began their 
attack. 

While the characters are receiving their orders from 
Gerrick, Benjamin interrupts saying that there could still 
be survivors below and pleads to the characters to make it 
apriority to save them. If they agree, Benjamin gives the 
characters the keys to his office and tells them that the are 
welcome to take the useful potions and all the coin that he 
owns from his desk. 


L3. DINING AREA 


Two large tables surrounded by cushioned chairs are used 


here for mealtimes throughout the day. Otherwise, there is 
nothing of interest. 


L4. LIBRARY 


Over the years, Benjamin Schmidt has managed to create a 


modest collection of books that he keeps in this small 
lounge. Most either belonged to past patients who gifted 
them to Benjamin following their treatment or were left 
with nowhere to go after their owner passed on. 

A corpse of a guard who had been sent to secure the 
library?s windows fills the room with the smell of decaying 
flesh after he was ambushed and killed by a pair of ghasts 
that were among the first to dig their way out of the 
catacombs. Since then, the ghasts have been waiting 
patiently in the shadows for anyone to come reinvestigate 
the room. 

Treasure. A successful DC 18 Investigation check while 
searching the bookshelves discovers the memoir of a 
wizard who passed away while at the hospital. While the 
written content in the book is dry and dull, the last three 
pages function as separate spell scrolls for the spells silent 
image, protection from evil and good, and mirror image. 


L5. UPPER-LEVEL PATIENT ROOM 


This room is used as a sleeping quarter for hospital 
patients on their way to recovery and require minimal 
supervision. Wandering the room are 2 shamblers who 
found their way into the building through the windows. 
One of the shamblers is dressed in wealthy clothing and 
wears a ceremonial blade at his waist that functions as a +1 
shortsword. 


L6. CARETAKER ROOM 


This room is used as a sleeping quarter for hospital staff. 


Treasure. A successful DC 16 Investigation check 
discovers a driftglobe under a bed that one deceased nurse 
had used during their night shifts. 


1, /. KITCHEN 


Hospital meals are prepared within this room by staff. The 


pantry is lined with basic cooking ingredients, including 
food that was delivered by Gerrick. 

A detect poison and disease spell or similar magic reveals 
that a portion of the food supplies here are contaminated 
with poison that resembles the substance produced by 
zombies known as plague spreaders, which possess the 
capability of creating undead out of other corpses. 


L8. SHRINE TO EZRA 


Benjamin created this small chapel, dedicated to Ezra, the 


goddess of mists, when he became the head doctor at the 
hospital. The stone well within the chamber contains a 
thin layer of mist instead of water 

The first character who places an offering into the pool 
and succeeds at a DC 15 Religion check grants the character 
a blessing of Ezra. Characters who are already followers of 
Ezra have advantage on the check. A character with this 


blessing can freely cast shield of faith as an action once 
within the next 24 hours. A thin veil of mist covers the 
body of the creature that gains the benefits of the spell. 


These small rooms are used for general storage, which 
includes bedding, work equipment, and other mundane 
items used by hospital staff. A character looking for a 
specific item that can be found on the adventuring 
equipment table in the Player?s Handbook may once roll a 
d20. On a 16 or higher, the item is found within that 
storage room. 


CREA] 


The lower level of the hospital is where patients with more 
severe injuries and sicknesses are treated. When the 
characters first descend the stairs, 6 zombie shamblers, 2 
zombie dashers, and 2 boneless (see appendix A) are 
scattered around the room, wandering aimlessly amongst 
the corpses of those who could not escape to the main level 
in time. Any loud spells such as thunderwave while in 
combat in this room alerts the shrieker (see appendix A) in 
room L15. After one round of initiative, Gennifer 
Weathermay-Foxgrove bursts out from location L12 to 
provide the characters support in combat. 

Also within the room are a trio of columns that support 
the hospital’s structure, the westmost one of which is 
marked with cuts as if someone had tried to chop it down. 


ILZ SOLITARY ROOMS 


These rooms were used by hospital staff to keep patients 
who needed to be kept in isolation, either because they had 
a particularly contagious disease or if they became too 
violent to be kept with others. Gennifer Weathermay- 
Foxgrove (neutral good female human thug) tried to 
mount a rescue attempt for the patients that were still in 
the basement, but ultimately was overwhelmed and forced 
to retreat here with a handful of other survivors. Also with 
her is her second hound (use the mastiff stat block), Rose. 


WITH GENNIFER 


Amongst those Gennifer managed to save is Gerrick's 
second in command, a man named Ersten (LE male human 
guard). Gennifer became suspicious of Ersten after he 
staunchly refused all offerings of food given to him, even 
when he was clearly becoming weak from excessive 
hunger. Following a series of well-chosen threats, she 
managed to wrestle out of him the truth behind the 
hospital’ s contaminated food. She shares the information 
with the characters as a warning that Gerrick and the rest 
of his men upstairs cannot be trusted. 

If one of the characters possesses the secret which states 
that they had previously tried to capture Gennifer and 
confronts her on it, Gennifer honestly explains what really 
happened when she met with General Drakov. Even if they 
do not believe her, she promises that she will willingly 
become their prisoner if the characters help her collapse 
the building, burying the incredibly threat that is growing 
beneath it. 


Gennifer’s Plan. Upon first moving into the basement, 
Gennifer managed to sneak all the way to room L16, where 
she discovered the full extent of the zombie threat 
underneath the hospital. Realizing that hole needed sealed 
but with no easy method to do so, Gennifer realized that 
the only likely permeant option was to collapse the entire 
hospital by destroying its support beams in the basement, 
thereby ensuring that the undead beneath it will be 
crushed, buried, and unable to surface. She asks that the 
characters help her with her plan, volunteering to lead 
them to the hole into the catacombs so that they can see 
the scope of the threat themselves. 

Collapsing the Support Beams: A support beam has 20 
hit points, an AC of 12, and immunity to poison and 
psychic damage. If all five support beams in the hospital 
basement are destroyed, the hospital fully collapses after 
12 rounds, causing 10d10 points of bludgeoning damage to 
anyone still inside the building. 


L13. HEAD DOCTOR’S OFFICE 


This small room was used as Benjamin's private office. The 


door is locked but can be unlocked with Benjamin’s 
personal keys or a successful DC 15 Dexterity check using 
thieves tools. The door can also be broken down with a 
successful DC 14 Strength (Athletics) check but alerts the 
shrieker in location L15. 

Within the desk are three potions of healing that 
Benjamin keeps in case of emergency, 45 gp, and a half- 
written apology to General Vladeska Drakov that he cannot 
currently spare her any of the hospital’ s dwindling medical 
supplies. 


L14. LOWER-LEVEL PATIENT ROOM 


At the foot of each of the nine beds within this room is a 
trunk that contains a patient’ s personal items as well as 
five spare hospital gowns. Otherwise, nothing of value is 
within this room. 


L 15. BARRICADE ROOM 


On nights of the new moon, all the hospital staff and 
patients relocate to this reinforced room to ensure they are 
protected from the newest invading undead horde. On the 
rare occasions that the horde gets close to the hospital, 
they have thankfully passed it by each time without issue, 
seemingly drawn instead to Falkovnia’s capital, Lekar. 
Still, everyone at the hospital prefers that they remain safe 
rather than sorry. 

One of the five support beams that the characters must 
destroy if they wish to collapse the building is found in this 
room. As the characters approach the door and if they have 
not already alerted the shrieker (see appendix A) inside, 
the sound of the zombie’ s claws slowly dragging against 
the room’s wooden support column can be heard within. 

The characters may attempt to quietly open the door and 
not alert the shrieker with a successful DC 14 Dexterity 
(Stealth) check. If the character fails the roll, the 
scratching stops as soon as the character turns the door 
handle as the shrieker uses the hide action and latches 
itself flat on the ceiling over the threshold of the doorway, 
ambushing the first creature that enters. 

If the characters are successful at their stealth check 
opening the door, paraphrase or read aloud the following: 


Within the dark room is no one else but a lone, gray 
skinned woman in a dirty hospital gown, standing against 
the room’s support beam. Her elongated arms are raised 
over her head as she drags her clawed hands down the 
wood, creating even more claw marks over the already 
damaged pillar. Her blank eyes seem to glow in the dimly 
lit room. Her open mouth drips with saliva. 


The shrieker lets out a terrible cry when it engages the 
characters in combat, focusing its attacks on whichever of 
the characters it perceives as the greatest threat. 


L16. MEDICAL SUPPLY STORAGE 


This room contains the hole that Laurie accidentally 
created when she defended herself against the undead 
patient who died of the poison created by General Drakov. 
Also within the room also are the crates of medical 
supplies that she desires and another one of the columns 
necessary to collapse the building. 

When the characters first enter the room, paraphrase or 
read aloud the following text: 


The droning groans of the undead fill the small confines 
of this room from the large hole found within it. Even 
from the door’s threshold, an enormous pile of undead 
can be seen within the stone opening, clawing atop one 
another in a mass of rotted flesh in each’s attempt to 
climb into the hospital. At the center of the mass, one 
zombie can be seen continually exuding a necrotic black 
aura that seeps into the undead surrounding it while also 
covering the floor of the entire chamber. 


The zombie that radiates with necrotic energy is the 
same zombie that attacked Laurie and eventually created 
the undead within the catacombs. 

Once all or most of the characters enter the room, more 
of the flooring begins to collapse, and extends all the way 
into area L16, causing all the characters to fall 30 ft into 
the chamber below (see catacomb map in appendix B), 
along with the supplies that were stored within the room. 
Each character must succeed at a DC 12 saving throw or 
take 2d6 points of bludgeoning damage from the fall, or 
half as much on a success. 

This floor collapse causes the support beam within this 
room to be destroyed as well, beginning the 12-round 
countdown until the hospital’s collapse if the characters 
have already destroyed the four others. 


ENDING THE ADVENTURE 


The room the characters fall into is one of many large 
chambers within the catacombs that sprawl underneath all 
of Falkovnia. Mummified corpses of ancient nobles rest 
within small alcoves along the edge of the room. The floor 
is also lined with several stone coffins that once contained 
most of the zombies that have since climbed their way into 
the hospital. On the east and western side of the walls is a 
hallway, each from which even more sounds of undead can 
be heard, making their slow approach to the main 
chamber. 

When the characters fall into this room, presume that 
they land about 15 feet from the pile of undead that they 
could see through the floor’s open hole. As the original 
zombie that created the others takes notice, more necrotic 
energy begins to radiate out of it than ever before, fusing 
itself and the zombies piled atop it and one another as a 
fully formed zombie clot (see appendix A) and attacks the 
characters. 


FINISHING THE BATTLE 


Once the party defeats the zombie clot, the sound of 
numerous undead from the east and west hallways 
becomes even louder. Additionally, if all the hospital’s 
basement support beams have been, they can hear the 
groaning of the structure above them as it begins to give 
way under its own weight. 

A character may climb along the walls of the chamber 
back into the hospital’s basement with a successful DC 17 
Strength (Athletics) check. Grant advantage if the check is 
made while using a climber’s kit. A character that climbs a 
rope out of the catacombs that is secured to something on 
the basement floor can successfully scale the rope with a 
successful DC 10 Strength (Athletics) check. 


COLLAPSING THE HOSPITAL 


If the characters chose to collapse the hospital, they only 
have a matter of time before the structure collapses atop 
them. Should the characters make it to the main level of 
the hospital, the trembling of the building has caused 


Gerrick to reluctantly evacuate everyone, though mostly 
only for the sake of saving his own life. 

Gerrick is furious with the characters once they emerge 
from the ho spital. He declares each of them under arrest 
and are to be taken back to Lekar to await punishment 
from General Drakov. If the characters resist, he 
reluctantly lets them all go, knowing that he and his 
guards are in too exhausted to stop them. He will fight to 
the death should the characters attack him, commanding 
his remaining A guards to join him in battle. 

If the characters succeed at a DC 18 Charisma 
(Persuasion or Intimidation) check against Gerrick, they 
can convince him to tell Vladeska Drakov that all of them 
died with the collapse of the hospital. On a failure, he also 
agrees, but still reports back to the general everything that 
happened, labeling the characters enemies of General 
Drakov and all of Falkovnia’s military might. 


WHERE NEXT? 


Once the characters have finished their business with 
Gerrick, Gennifer commends them for doing what must be 
done to stop the undead horde beneath the hospital. She 
shares with the party her backstory, telling them that she 
has the capability of escorting them out of Falkovnia 
should they wish. She does ask first that they help her find 
her sister, Laurie, who she knows would not have left the 
domain without her. 

If Benjamin is still alive, he approaches the characters 
and tells them that he understands why they collapsed the 
hospital, even though it breaks its heart to see it destroyed. 
If they refuse to return to Lekar, he also tells them that a 
few months back, he treated a patient who turned out to be 
a member of a group of rebels who oppose Vladeska 
Drakov’s tyrannical rule. The patient shared in his 
delirium that their forces lie to the southeast, hidden in 
the Forest of Strangers in a town known as Delmunster. 
Benjamin does not tell the characters that they must join 
them to save Falkovnia, but he presses that he believes 
that they may the domain’s only chance of survival. 


APPENDIX A MONSTER STAT BLOCKS 
BONELESS 


On occasion when an undead becomes stuck and is unable 
to free itself, its drive to hunt for the living is powerful 
enough to cause it to tear its skin and muscle away from its 
very skeleton, becoming what is recognized by 
Falkovnians as boneless. What may be most disturbing 
about these undead is that they understand the state of 
their new forms well enough to utilize it effectively in 
battle, such as by wrapping their decaying flesh around 
their victim’s form until it eventually suffocates and dies. 


BONELESS 


Medium undead, any alignment 


Armor Class 12 
Hit Points 26 (4d8 + 8) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
16(+3) 14(+2) 15(+2) 1(-5) 10 (+0) 1(-5) 
—=—————— 

Skills Stealth +4 

Damage Resistances bludgeoning, poison 

Condition Immunities charmed, exhaustion, frightened 

Senses darkvision 60 ft., passive Perception 10 

Languages understands all languages it knew in life but cannot 
speak 

Challenge 1 (200 XP) 
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Compression. The boneless can move through any opening at 
least 1 inch wide without squeezing. It can also squeeze to fit 
into a space that a Tiny creature can fit in. 


Unusual Nature. The boneless doesn't require air, food, drink, 
or sleep. 


ACTIONS 


Multiattack. The Boneless makes two slam attacks. If both 
attacks hit a Large or smaller creature, the creature is grappled 
(escape DC 13), and the boneless can use Crushing Embrace. 


Slam. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 
5 (1d4 + 3) bludgeoning damage. 


Crushing Embrace. The boneless wraps its body around a Large 
or smaller creature grappled by it. While the boneless is 
attached, the target is blinded and is unable to breathe. The 
target must succeed on a DC 13 Strength saving throw at the 
start of each of the boneless' turns or take 5 (1d4+3) 
bludgeoning damage. If something moves the target, the 
boneless moves with it. The boneless can detach itself by 
spending 5 feet of its movement. A creature, including the 
target, can use its action to try to detach the boneless and force 
it to move into the nearest unoccupied space, doing so with a 
successful DC 13 Strength check. When the boneless dies, it 
detaches form any creature it is attached to. 
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ZOMBIE BURSTER 


When the buildup of necrotic energy within an undead is 
unable to find an escape, those undead commonly become 
what Falkovian soldiers call “bursters”, named after the 
necrotic explosion they create when they are killed. 
Soldiers commonly prioritize these zombies at range for 
this reason, knowing the catastrophic damage that even 
one is capable of if it gets to close. 


ZOMBIE CLOT 


Few threats create as much fear to Falkovnians like the 
rumor of a zombie clot sighting. A clot is formed when an 
enormous amount of undead become merged together by 
necrotic energy, becoming a singular horrifying 
monstrous being. Stories are told in hushed whispers 
across Lekar about entire platoons that have been 
destroyed by this type of undead. While only a handful of 
clots have been officially reported and encountered in 
combat, there remains an unspoken fear among soldiers of 
what may happen if more than one should ever appear in a 
single battle. 


ZOMBIE BURSTER 


Medium undead, 


Armor Class 9 
Hit Points 30 (4d8 + 12) 
Speed 30 ft. 
STR DEX CON INT WIS CHA 
15 (+2) 8 (-1) 16 (+3) 3 (-4) 4 (3) 3 (-4) 
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Saving Throws Wis -1 

Damage Immunities poison 

Condition Immunities poisoned 

Senses darkvision 60 ft., passive Perception 7 

Languages understands all languages it knew in life but can't 
speak 

Challenge 1/2 (100 XP) 


Corrupted Carrier. When the zombie burster is reduced to 0 hit 
points, it explodes, and any creature within 10 feet of it must 
make a DC13 Constitution saving throw. On a failed save, the 
creature takes 14 (4d6) necrotic damage. On a success, the 
creature takes half as much damage. 


ACTIONS 


Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 
4 (1d4 + 2) slashing damage plus 2 (1d4) necrotic damage. 


Necrotic Burst. The zombie burster reduces itself to 0 hit points, 
triggering its Corrupted Carrier trait. 


ZOMBIE CLOT 


Huge undead, any alignment 


Armor Class 12 (natural armor) 
Hit Points 104 (11d12 + 33) 


Speed 40 ft. 
STR DEX CON INT WIS CHA 
20 (+5) 10 (+0) 16 (+3) 3 (-4) 8 (-1) 10 (+0) 
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Saving Throws Con +6 

Damage Immunities poison 

Condition Immunities charmed, exhaustion, paralyzed, 
petrified, poisoned, stunned 

Senses darkvision 60 ft., passive Perception 9 

Languages understands all languages it knew in life but can't 
speak 

Challenge 6 (2,300 XP) 
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Deathly Stench. Any creature that starts its turn within 10 feet 
of the zombie must succeed on a DC 14 Constitution saving 
throw or take 9 (2d8) poison damage and be poisoned until 
the start of the creature's next turn. 


Undead Fortitude. 1f damage reduces the zombie to 0 hit 
points, it must make a Constitution saving throw with a DC of 5 
+ the damage taken, unless the damage is radiant or from a 
critical hit. On a success, the zombie drops to 1 hit point 
instead. 


Unusual Nature. The zombie doesn't require air, food, drink, or 
sleep. 


ACTIONS 


Multiattack. The Zombie Clot makes two Slam attacks. 


Slam. Melee Weapon Attack: +8 to hit, reach 10 ft., one target. 
Hit: 18 (3d8 + 5) bludgeoning damage. 


Flesh Entomb (Recharges 5-6). The zombie flings a detached 
clump of corpses at a creature it can see within 30 feet of it. 
The target must succeed on a DC 16 Strength saving throw or 
take 16 (3d10) bludgeoning damage, and if the target is a 
Large or smaller creature, it becomes entombed in dead flesh. 

A creature entombed in dead flesh is restrained, has total 
cover against attacks and other effects outside the dead flesh, 
and takes 10 (3d6) necrotic damage at the start of each of its 
turns. The creature can be freed ifthe dead flesh is destroyed. 
The dead flesh is a Large object with AC 10, 25 hit points, and 
immunity to poison and psychic damage. 


ZOMBIE DASHER 


While most of the undead horde that Falkovnia battles can 
be outpaced by a hurried retreat, the case does not hold 
true for zombie dashers. Among the “rare” undead that 
are encountered in Falkovnia, dashers are the most 
common. Most Falkovnians know that the newest undead 
horde attack has begun by the sound of the loud, muffled 
thumping that is made by dozens of dashers charging in 
unison towards the military frontline from the darkness. 


ZOMBIE DASHER 


Medium undead, 


Armor Class 13 `~ 
Hit Points 36 (8d8) 


Speed 40 ft. 


STR DEX CON INT WIS CHA 
16(+3) 17(+3) 10(+0) 3(-4) 4(3) 3(4 


Saving Throws Wis -1 

Damage Resistances necrotic 

Damage Immunities poison 

Condition Immunities charmed, exhaustion, poisoned 
Senses darkvision 60 ft., passive Perception 7 
Languages Common 

Challenge 2 (450 XP) 
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Undead Fortitude. If damage reduces the Zombie Dasher to 0 
hit points, it must make a Constitution saving throw with a DC 
of 5 + the damage taken, unless the damage is radiant or from 
a critical hit. On a success, the Zombie Dasher drops to 1 hit 
point instead. 


Leaping Charge. if the zombie dasher moves at least 20 feet 
straight toward a target then hits it with a claw attack on the 
same turn, the target takes and extra 7 (2d6) damage. If the the 
target is a creature, it must succeed on a DC 13 Strength saving 
throw or be knocked prone. 


ACTIONS 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 7 
(1d8 + 3) piercing damage and 4 (1d8) necrotic damage. 


Claws. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 
10 (2d6 + 3) slashing damage. 


ZOMBIE SHAMBLER 


Nearly half of the undead horde in Falkovnia are comprised 
of zombie shamblers. These slow moving undead have the 
appearance of emaciated men and women, their forms 
barely holding together as they hobble mindlessly into 
battle. Alone, these undead are no more dangerous than a 
common violent drunk, but it is not uncommon for an 
incredible number of shamblers to attack a squad of 
soldiers together, eventually overwhelming them through 
their sheer numbers. 
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ZOMBIE SHAMBLER 


Medium undead, 


Armor Class 8 
Hit Points 4 (1d8) 


Speed 20 ft. 


STR DEX CON INT WIS CHA 
10 (+0) 6 (-2) 10 (+0) 3 (-4) 6(-2) 5(-3) 


Saving Throws Wis +0 

Damage Immunities poison 

Condition Immunities poisoned 

Senses darkvision 60 ft., passive Perception 8 

Languages understands all languages it knew in life but can't 
speak 

Challenge 0 (10 XP) 


ACTIONS 


Claw. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. Hit: 
2 (1d4) slashing damage. 


SHRIEKER 


Among the rarest, but also most dangerous, of the undead 
are known as shriekers. These undead, which seem to 
share characteristics with ghasts, are masters of stealth 
until the moment they ambush their victim and stun them 
with an overwhelming screech as they savagely tear into 
them with teeth and claw. It is said that only those who 
suffered greatly in life become shriekers, and that their 
hate for the living stems from a jealousy for the happiness 
their victims knew. 


SHRIEKER 


Medium undead, 


Armor Class 15 
Hit Points 49 (9d8 + 9) 
Speed 35 ft., climb 35 ft. 


STR DEX CON INT WIS CHA 
14 (+2) 20 (+5) 12 (+1) 12 (+1) 11 (+0) 8 (-1) 
o ——————  _____—— 


Skills Perception +3, Stealth +8 

Damage Resistances necrotic 

Condition Immunities poisoned 

Senses darkvision 60 ft., passive Perception 13 

Languages understands all languages it knew in life but can't 
speak 

Challenge 5 (1,800 XP) 
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Piercing Scream. Any creature that starts its turn within 5 feet 
of the shrieker must succeed on a DC 12 Constitution saving 
throw or spend their action doing nothing as they are 
overwhelmed by the shrieker's shrill scream. On a successful 
saving throw, the creature is immune to the shrieker's Piercing 
Scream for 24 hours. 


Shadow Stealth. While in dim light or darkness, the Shrieker can 
take the Hide action as a bonus action. 


ACTIONS 


Multiattack. The Shrieker makes two attacks, one with its bite 
and one with its claws. 


Bite. Melee Weapon Attack: +8 to hit, reach ??? ft., one target. Hit: 
14 (2d8 + 5) piercing damage plus 5 (1d10) necrotic damage. 


Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 
12 (2d6 + 5) slashing damage. If the target is a creature other 
than an undead, it must succeed on a DC 12 Constitution saving 
throw or be paralyzed for 1 minute. The target can repeat the 
saving throw at the end of each of its turns, ending the effect 
on a success. 


APPENDIX B MAPS 
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